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Synthetic dataset
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*: Owing to the model difference, the specular errors of albedo and roughness are calculated as an MSE of specular reflection.
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*: Owing to the model difference, the specular errors of albedo and roughness are calculated as an MSE of specular reflection.
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*: Owing to the model difference, the specular errors of albedo and roughness are calculated as an MSE of specular reflection.
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NB As Boss et al. model the Fresnel term from colored illumiNot estimatedtion, three-channel specular albedo is used for Boss et al. In contrast, Sang et al. and ours model
monochromatic specular albedo from illumiNot estimatedtion, single-channel specular albedo is employed for both methods.

*: Owing to the model difference, the specular errors of albedo and roughness are calculated as an MSE of specular reflection.
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*: Owing to the model difference, the specular errors of albedo and roughness are calculated as an MSE of specular reflection.
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*: Owing to the model difference, the specular errors of albedo and roughness are calculated as an MSE of specular reflection.
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NB As Boss et al. model the Fresnel term from colored illumiNot estimatedtion, three-channel specular albedo is used for Boss et al. In contrast, Sang et al. and ours model
monochromatic specular albedo from illumiNot estimatedtion, single-channel specular albedo is employed for both methods.

*: Owing to the model difference, the specular errors of albedo and roughness are calculated as an MSE of specular reflection.
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NB As Boss et al. model the Fresnel term from colored illumiNot estimatedtion, three-channel specular albedo is used for Boss et al. In contrast, Sang et al. and ours model
monochromatic specular albedo from illumiNot estimatedtion, single-channel specular albedo is employed for both methods.

*: Owing to the model difference, the specular errors of albedo and roughness are calculated as an MSE of specular reflection.
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*: Owing to the model difference, the specular errors of albedo and roughness are calculated as an MSE of specular reflection.
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*: Owing to the model difference, the specular errors of albedo and roughness are calculated as an MSE of specular reflection.
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*: Owing to the model difference, the specular errors of albedo and roughness are calculated as an MSE of specular reflection.
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*: Owing to the model difference, the specular errors of albedo and roughness are calculated as an MSE of specular reflection.
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*: Owing to the model difference, the specular errors of albedo and roughness are calculated as an MSE of specular reflection.
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NB As Boss et al. model the Fresnel term from colored illumiNot estimatedtion, three-channel specular albedo is used for Boss et al. In contrast, Sang et al. and ours model
monochromatic specular albedo from illumiNot estimatedtion, single-channel specular albedo is employed for both methods.

*: Owing to the model difference, the specular errors of albedo and roughness are calculated as an MSE of specular reflection.
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*: Owing to the model difference, the specular errors of albedo and roughness are calculated as an MSE of specular reflection.
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*: Owing to the model difference, the specular errors of albedo and roughness are calculated as an MSE of specular reflection.
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*: Owing to the model difference, the specular errors of albedo and roughness are calculated as an MSE of specular reflection.
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*: Owing to the model difference, the specular errors of albedo and roughness are calculated as an MSE of specular reflection.
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NB As Boss et al. model the Fresnel term from colored illumiNot estimatedtion, three-channel specular albedo is used for Boss et al. In contrast, Sang et al. and ours model
monochromatic specular albedo from illumiNot estimatedtion, single-channel specular albedo is employed for both methods.

*: Owing to the model difference, the specular errors of albedo and roughness are calculated as an MSE of specular reflection.
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*: Owing to the model difference, the specular errors of albedo and roughness are calculated as an MSE of specular reflection.



